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CHESS 


This ZX81 CHESS Program -- the fastest most 
versatile chess program available for the Sinclair - 
- is written in efficient machine code and displays a 
graphically detailed chess board. 

With six levels of play, ZX81 CHESS plays an 
extraordinary game and beats most players at level 
two. Level one replies to your move in about five 
seconds, level two replies in 35 seconds and level 
three can take a few minutes. Levels 4, 5 and 6 are 
highly sophisticated and the reply time is varied 
according to the complexity of the move. 

CHESS will play all standard moves including 
castling and en passant captures and will politely 
point out an invalid move. Another feature allows 
you to change sides and the level of difficulty 
during a game. 

The program also allows you to set up the board 
in your own configuration for studying special 
positions. 

Side “B” of the cassette contains a “Chess- 
Clock” to simulate the clocks commonly used in 
tournaments to limit the amount of time taken by 
each player. 

Tested against other computer chess games, 
this CHESS program proved to load with ease, 
respond more quickly to moves and play a better 
game at every level. 


16K $24.95 


BACKGAMMON 


BACKGAMMON is a 3,000 year old game of 
chance and skill between two people -- or in this 
case between a person and a computer. This high 
quality ZX81 Backgammon program uses fast and 
efficient machine code to choose its moves and 
includes a detailed playing board and rolling dice. 

A comparatively modern addition to the game, 
which is included in this program, is the doubling 
cube giving the game an extra dimension and 
enchancing the opportunity of using skill rather 
than just luck to defeat your opponent. 

BACKGAMMON offers four levels of skill to 
choose from. The game also offers a choice of 
playing in the “fast” or “slow” mode of the ZX81. In 
the fast mode the screen will go blank while the 
computer considers its move, while in the slow 
mode the screen continues the display but takes 
longer to choose its move. 

The program will only allow legal moves and if 
you make an illegal move the computer will flash a 
message informing you why the moveis illegal and 
ask you for your move again. 

Side “B” of the cassette contains a bonus 
program -- full screen rolling dice which can be 
used to play any dice game. The program uses the 
random number generator so the rolling is 
guaranteed to be completely random. Handy when 
playing with opponents you suspect of “loading” 
the dice. 


16K $14.95 
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THE CHECK BOOK is a personal or business checking account program which will store banking 
transactions a number of useful ways. Helpful information can be accessed quickly such as whether 
a particular bill has already been paid, what bills were paid the previous month or analysis of 
spending by category 

eThe program stores 250 transactions of deposits and checks issued (for many this is a year's worth of 
banking). 

e After entering 250 transactions the “full” program can be stored on a permanent tape and dated. In 
this way at least 3600 transactions can be stored on a single 90-minute cassette. 


@ Each transaction includes: 
A transaction number; Date; “Check #” or “Deposit” choice; The name of the endorsee or source 
of deposit; The balance after each transaction; 


@ Transactions can be listed in three ways 
LATEST TRANSACTIONS. The previous eight will list; BY DATE. Useful for finding past payments 
or deposits; ALPHABETICALLY. Useful for finding a particular payment or for determining total 
expenditures in any given category (i.e. total car payments) 
e Checks and deposits can be listed separately by date or alphabetically 
e A safety check ensures you have input the correct information before you enter it into the program 
and a routine to correct mistakes already entered 
e Bank charges can be input in advance and will automatically be deducted 
THE CHECK BOOK instructions also include an explanation of how the program is written and details 
of its structure if you want to experiment with your own modifications 


16K $14.95 
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THE LOAN/MORTGAGE PROGRAM EAE 


The LOAN/MORTAGE PROGRAM is a fast and flexible calculation program, useful as a 
tool when contemplating a major purchase. It determines compound interest payments 
enabling you to investigate the details of a fixed rate mortgage or many other types of loans 
(i.e. Condominiums, cooperative apartments, car, boat, home improvements or college.) Itis 
also useful in developing payment schedules for all types of financial planning (such as 
owner financing of real estate). 

The program has a menu with seven items: 

1.) Single Payment Data indicates total payment broken down by interest and principal. 
Also indicates principal balance at the time and total interest paid to date. 

2.) Single Year Date indicates total payment for any given year broken down by interest 
and principal. 

3.) Profile By Month indicates how much interest is due that month, total interest paid andthe 
principal balance. 

4.) Profile By Year totals the yearly interest payments (Helps you determine your interest 
deduction so you can calculate your tax savings.) Includes total interest paid to date and 
remaining balance. A useful tool to help you decide if you can afford the purchase. 

5.) Interest/Principal Plot graph compares principal versus interest payments over the 
loan period. 

6.) New Data allows you to enter changes or new information. 

7.) End allows you to SAVE the program with all your information and reload it at a later 
date. 


16K $14.95 
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VU-CALC turns your ZX81 into an immensely powerful analysis chart. VU-CALC constructs, genertes 
and calculates large tables for such diverse applications as financial analysis, budget sheets and 
projections. 

VU-CALC starts with an empty table or grid composed of boxes arranged in lines across and columns 
down. In each box you can enter a number or character string or (more powerfully) a formula which 
relates that box to the other boxes in the table. 

VU-CALC allows you to quickly and easily set up an entire business or household financial 
management system. 

The applications are numerous. For example you can devise a income-cost-profit chart which will 
analyze your past and present situation and, based on that information, project your future situation 

You can enter formulas (choice of relative or absolute) to compute projections or make budget sheets 
and instantaneously adjust your projections by changing the formula. 

The main menu allows you to pick the number of boxes you will see on the screen and the size of each 
box. Your actual chart is considerably larger than the display and you can access any section. (Picturea 
huge, two-dimensional sheet of accounting paper.) 

The program features many error trappings to help you to avoid input of incorrect information, anda 
routine to save your information. 

VU-CALC also contains routine which enables you to print hard copy when you get a ZX81 printer 


16K $19.95 
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SUPERMAZE is a three-dimensional maze program with 
extraordinary full screen graphics that challenges you to 
work your way through a complex labyrinth of corridors. 
Enter SUPERMAZE at your own risk and carefully choose the 
right combinations of passageways to reach the end in the 
fewest possible moves. 

This graphically illustrated adventure game is full of 
hazards to impair your ability to get through it. For example as 
you wander through the endless corridors, you have to be 
careful because there are hidden trap doors you can fall 
through, finding yourself in another part of the maze. 

But SUPERMAZE also features some helpful devices to aid 
your journey. You can have a compass to guide you or stones 
to drop along the way to let you know if you have already 
passed through a section of the maze. 

Written with many machine code subroutines, 
SUPERMAZE allows you to choose from ten mazes of 
increasing difficulty. In addition you can create and store 
mazes of your own design. 

At the beginning of the program, you are given a choice of 
options to play including: 

e A map option to see where you've been but not where 

you are going. 

@ An option to find and take with you gold bars in the maze. 

This helps you to develop skill in maneuvering. 

e Stones to drop along the way. 

e Optional randomly placed trap doors. 

@ The compass to guide you. 


16K $14.95 


HANG 
MAN 


Remember when you played Hangman as a child? We've created a learning tool for you 
and your children which contains 7 versions of Hangman on the ZX81. 

Your child can play against the computer's 5 pre-recorded libraries of categorized words, 
(each word up to 17 letters) Animals, Science, Countries of the World, States of America, and 
Fruits and Vegetables. 

As a special feature during the game, each program will pick a word from its own library, 
then compare it with the last 50 words played so you will not get repeat words for at least an 
hour of play. Also the computer keeps a running account of how many words you get right 
and wrong. 

In the 6th version, you or your child may also play against an opponent. The computer 
requests players names, keeps score and generates the Hangman graphics. 

The seventh option allows you to create and save your own versions with up to 500 words 
each. This is ideal for parents to create special spelling drills for their children. 

Hangman is a great spelling and vocabulary tool for youngsters 6-12 years old, although 
its the kind of game adults have been known to indulge in too. 


16K $14.95 
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The CUBE GAME is an organized and fun approach to ne 


solving the CUBE by using the graphic display and memory 
of your ZX 81. 

You have the choice of setting up the CUBE already solved 
or in any configuration. (You might set it up the same as the 
way you left your real Cube when you finally threw in the e 
towel.) 

Once you have set up the CUBE the program allows you to 
view it three different ways: As a solid Cube (the way it 
appears in real life), an unfolded view as if all sides were 
flattened out and a see-through or three dimensional view so 
you can see all sides at once. 

You can move any row in any axis by a simple letter/number command. Moves can be 
made in any of the three display modes. The program will store all moves sequentially and 
they can be listed for references purposes. 

The CUBE can be reset to its original starting point or you can reset the starting point 
anywhere you wish. This is useful if you have the CUBE partially solved and wantto later go 
back to that particualr display. 
16K $14.95 








People have always said, “If only | had some money to play 
with, | could turn it into a fortune... could be rich!” Well this is 
your dream come true -- an opportunity to show your 
prowess at making wise investments because you have just 
been given a million dollars -- to play with! 

Can you turn it into ten million? Or will you lose it all on a 
risky investment? It's up to you. 

ROAD TO RICHES is an entertaining and educational 
computer game in which up to four players are given 
opportunities to invest in business ventures in an attempt to 
increase their assets. 

The program simulates a fast-moving world of investment 
in which you are confronted with all kinds of investments 
ranging from conservative real estate opportunities to highly 
risky Broadway shows. 

The program carefully weighs the risk of each investment 
and your chances for winning or losing. Like real life, low risk 
usually means (but not always) low yield while high risk can 
mean hitting the jackpot or financial disaster. 

Some investments give you more working capital while 
others give you equity with annual returns. 

Pit yourself against a wheeler-dealer and see if, over a 
period of seven years, you can come out on top. ROAD TO 
RICHES is fun and informative, realistically portraying the risk 
and skill of high finance. 


16K $14.95 




















THE COMPLETE 
SINCLAIR ZX81 
BASIC COURSE 


An Indispensible Manual for ZX81 Owners 


At last, a comprehensive text for your 


Sinclair ZX81! The complete BASIC Course is 


a manual which will immediately become 
an indispensible work of reference for alll 
your ZX81 programming. 

Whether you have never done any 
programming or whether you are an 
experienced microcomputer user, the 
Complete BASIC Course will provide 
an invaluable aid. 

The complete BASIC Course is designed 
to teach you to write and develop BASIC 
programs for the Sinclair ZX8] - no other 


books or aids are necessary. All is revealed 


in our easy step-by-step guide with 
programs and “test yourself" exercises all 
the way through. 

As you become more proficient with 


computing, the Complete BASIC Course will 


continue to be an essential guide, giving 
you finger tip references, numerous 
advanced programming techniques and 


memory saving devices specifically for the 


Sinclair ZX81. 


HOW TO WRITE PROGRAMS 
Even if the idea of writing programs is 


completely mystifying to.you, the Complete 
BASIC Course will show you just how easy it 


is. In no time you will be able to write and 


enjoy complex programs for whatever you 


desire. 


Using the proven “TOP-DOWN” approach, 
the Complete BASIC Course will show you 


systematic and simple ways to write 


programs. Even experienced programmers 


will benefit from this Course, making 


programs easier to write and less prone to 


error! 


$35.00 


NUMEROUS EXAMPLES 
Every concept, every function is fully 


described by simple programs that you can 


enter on your Sinciair ZX81] in minutes. 
The Complete BASIC Course contains 
over 100 programs and examples! These 


programs illustrate the use and possibilities 


of the Sinclair ZX81: 

e Home use 

Financial analysis and planning 
Educational applications 
Games 

Mathematical applications 

e Displays of ‘Artificial Intelligence’ 


EVERY FUNCTION COVERED 


No matter what your application, what your 
confusion about any function, you will find it 


covered in the Complete BASIC Course 

A full and detailed discussion is included 
of even traditionally taboo topics such as 
USR, PEEK and POKE. 

A handy alphabetical summary section 
lists all functions, and provides a short 
description and example programs of all 
topics. 

A PERMANENT WORK OF 
REFERENCE 


The complete BASIC Course is an excellent 


reference work for experienced 
programmers (including tips on using 
special techniques) as well as a 
comprehensive step-by-step guide for 
complete beginners. 


BASIC Course Programs 
on Cassette — 
All major programs in the BASIC course are 


available on cassette for an additional $5.00 
These cassettes are useful as a supplement fo 


the course. 
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30 PROGRAMS 
FOR Si 


THE COMPLETE 
SINCLAIR ZX81 
LIBRARY TOO! 


ZX81 ROM DISASSEMBLY PART A 

This book is for the programmer that needs 
complete answers about the ZX81. Dr. Logan has 
examined all routines in the ROM and here he 
comments on each one. It covers all ROM 
locations from OOOOH to OF54H and includes all 
functions except for the routines used in the 
floating point calculator 


$14.95 


ZX81 ROM DISASSEMBLY PART B 


In this Companion volume to Part A, Dr. Logan 
covers locations OF55H to 1DFFH as well as all the 
routines involved in the “evaluation of an 
expression” and a detailed explanation, by Dr 
Frank O'Hara, of the “floating point calculator.” 


$14.95 


NOT ONLY 30 PROGRAMS FOR 
THE SINCLAIR ZX81 : 1K 

With over 30 program listings and 
explanations, this book also contains 
programming hints, space saving techniques and 
an explanation of PEEK and POKE 


$14.95 





UNDERSTANDING YOUR ZX81 
ROM 


INCLUDES A SPECIAL SECTION: How to use 


machine language routines in your BASIC 
programs 

Dr. lan Logan was the first person to 
disassemble the ZX80 monitor and now he is the 


first to explain exactly how the Sinclair 2X81 ROM 
works 

Full details on the structure of the ROM are 
given, including the way the 2X81 handles the 
display, the cassette and the keyboard 

ROM addresses for all major routines are given 
This makes it easy to write your Own specific 
programs using the ROM's routines 

This is an essential book for those who want to 
fully understand the workings of the ZX81 


$19.95 


MACHINE LANGUAGE 
PROGRAMMING.... 

Made Simple for the Sinclair 2X81. This book is 
essential for Sinclair users who want to make fuli 
use of the ZX81. Going beyond BASIC into 
machine language, you will learn how to gain 
more computer power and write faster running 
programs 

Written for the beginner as well as experienced 
user, this book includes descriptions of the 
instructions grouped by subject and usefuliness, 
a BASIC program used to edit machine language 
and many sample machine language routines for 
the Sinclair 


$19.95 











“The best Sinclair game to hit the market.’ 
—SYNC Magazine. A moving graphics game with 
three levels of play. SUPER INVASION challenges 
your skill as you fire lasers at the attacking space 
invaders while maneuvering your space craft to 
avoid their deadly lasers. 


Above you rows of aliens rain down missles, mov- 
ing across the screen, getting closer to you on 
each pass. When the winner emerges, the 
battle begins again. 


“A breakthrough in creating active display 
games.’-SYNC Magazine. WALLBUSTERS 
challenges you to break through two barricades 
using nine balls and a curved bat. With seven 
levels of play, WALLBUSTERS is hard to beat. 
You'll be amazed at the superb graphics in this 1K 
game. 


WALLBUSTERS has a game field 31 spaces wide 
and 18 spaces high with two walls of blocks run- 
ning vertically, each five rows thick. The ball 
bounces between the paddle and the blocks, 
each time chipping a block off the wall. The 
number of balls remaining is displayed in the 
corner. 


SUPER INVASION is gf 
written in machine z F: 
language for the ZX80/8K af. | 
ROM and the ZX81. Also : 
available for the original 


ZX80/4K ROM. Please 
specify when ordering. 


| 

| 

i] 

| 
1K $14.95 da, 





WALLBUSTERS is written 
in machine language for 
the ZX80/8K ROM and the 
ZX81. Also available for 
the original ZX80/4K 
ROM. Please specify 
when ordering. 


1K $14.95 








Inspired by the adventure games originally writ- . 


ten on large computers, these Adventures have 
been designed to run on your Sinclair ZX81 (and 
the ZX80 with 8K ROM) 

The programs give you descriptions of where 
you are and what you see. It's up to you to tell the 
computer what to do. If you love a challenge, like 
to be baffled and enjoy jokes, you'll have hours of 
fun with these two Adventures 


The Adventures take you through rooms, 
caves and tunnels where you move and 


~-A Your space ship is marooned on a strange planet 


but you can get out if you make the right combina: 
‘tion of decisions. Written in machine language, 
this challenging adventure has over 100 words of 


vocabulary. 16K $19.95 


Enter the long lost Inca Temple, find your way 


- through the tricky tunnels and corridors and you 


may find the lost treasure. Or you may be lost 


Orayen 16K $19.95 


manipulate objects with short English com- 


These BASIC programs are recorded on cassette 
and include complete listings. Play LUNAR 
LANDER, CORRIDORS OF DEATH, STAR TREK, 
SHUTTLE PILOT, ALIEN ALERT, SHOOT OUT, 
KAMIKAZE PILOT, BATTLE ZONE, SPACE 
ESCAPE and BRANDS HATCH. 

In addition to listings, there are suggestions 
for adapting and upgrading the programs using 
additional memory. Can only be used with the 


ZX81. 
1K $14.95 


ZX BUG is an extremely useful machine code monitor and 
disassembler which can be used interactively with BASIC 


and for programming in machine code. 


The 4K program uses memory from 71 EO to the top of the 
memory. ZX BUG works in Hexadecimal (base 16) not 
decimal so all addresses are a maximum of 4 Hex digits long. 


16K $24.95 


Two utility programs on one cassette with full 
listings. 

If you store multiple programs on cassette, the 
DIRECTORY program is useful because it will 
“listen” to the tape and display the names of the 
programs on the tape. 

The RECORD program allows you to save data 
onto tape and read it back into the program at a 
later stage. RECORD can be incorporated into 
your own BASIC programs and is ideal for name 
and address information, short data blocks, etc. 


1K $14.95 





















































mands 


While on a reconnaissance flight your ship has been drawn onto an alien cruiser by a Graviton Beam. 
Your pet android informs you that the cruiser is on a Humanoid slave mission. 

The aliens diabolical aim is to seek out Humanoid planets from which samples are taken. While they're 
at it they replace the inhabitants brains with micro-chips. 

Your aim is to free your ship by pressing the control button in the main computer room. Sounds easy. 
But getting there and doing it is another story 

Because Adventure C is very large the program has cassette routines with which you can load and 
save a game at any stage and return to it at a later date. 


16K $19.95 


As commander of Starship Enterprise, you find 
yourself defending a galaxy—made up of 64 sec- 
tors—overrun with the dreaded Drakons. Your 
mission is to seek them out and destroy them 
before time and fuel run out. Can you destroy 


them? cea eae È 


. ba AAE yi s $ 
With five level of play and excellent graphics, * 
you'll find SPACE TREK entertaining and 
challenging. Can only be used with the ZX81. 
+ 


16K «= $1495 ALL. 








Pr mmers note: 
FREE PROGRAM LISTING OF MASTERMIND pan ki 
LL e ki ana aaa a PA MÈT GAN Sè ba KÈ LET ALTE IE ni OEE LIE 2 d Since the Sinclair ZX81 has met with considerable success and enthusiasm in the United 


States since its inception, Softsync has heard from a number of talented programmers 
seeking effective distribution of some excellent programs. If you are in that category and 
have developed an extraordinary program, we welcome your inquires about distribution. 
Please send us a letter detailing your program. We will respond to your inquiry promptly but 
ask that you do not send a copy of the program itself until you hear from us in the affirmative. 


MASTERMIND LOAD "MASTERMIND" OR LOAD "" 
eee ie Ee e E A YO Eg 

MASTERMIND is a 1K program which picks a random number and asks you 
to guess it. You can choose five levels of difficulty by indicating Ken Curri 
how many digits the random number is (3 to 7 digits). Vice pesia, tot P A 

After each guess the computer will tell you how many of your guessed We a 
numbers are correct and how many are in their correct position. By 
careful deduction you can guess the correct number and the computer 
will indicate how many guesses you made. 

MASTERMIND is excerpted from a book called "Not only 30 Programs 
For the ZX81" which provides listings of over 30 1K programs for the 
ZX81 in addition to explanations of how they are structured, how they 
work and methods for adding your own routines to enhance programs. It 





ALL PROGRAMS ON CASSETTE PRICE QTY AMOUNT 
CHESS 


BACKGAMMON =a 





THE CHECK BOOK 


is an invaluable guide to giving programmers "hands on" experience in LOAN/ MORTGAGE 
writing programs in BASIC language,and is available from SOFTSYNC. VU-CALC | 1995 | 
a denotes a space HANGMAN | 1495 | 
@ denotes a zero SUPERMAZE 
£ denotes w on B key J CUBE 
ROAD TO RICHES | 1495 | 
MASTERMIND LISTING BASIC COURSE BOOK 





100 PRINT "WELCOME TO MASTERMIND" 

110 PRINT "ENTER NO. OF DIGITS (3-7)" 
120 INPUT N 

130 DIM A(N) 

200 FOR I=l TO N 

210 LET X=INT (RND£18) 


NOT ONLY 30 PROGRAMS 
MACHINE LANGUAGE 


UNDERSTANDING YOUR ROM 


BASIC COURSE CASSETTES 
ROM DISASSEMBLY PART A 


220 FOR J=1l TO I 

230 IF X=A(J) THEN GOTO 210 || ROM DISASSEMBLY PART B | 1495 | 
240 NEXT J INVASION 
250 LET A(I)=X WALLBUSTERS 14.95 
260 NEXT I EA 


270 LET G=ğ 
280 GOTO 530 
300 INPUT B$ 
310 IF B$="" THEN STOP 


DIRECTORY/RECORD 14.95 


10 EXCITING PROGRAMS | mos | 


ee TET ae 
330 PRINT B$ ADVENTURE B | 1995 | 
340 LET R=p ADVENTURE C 

350 LET C=R EE 


ORDER FORM 
CTRL 
TANITA 


SPACE TREK 
SHIPPING & HANDLING | 150 | 
390 IF X=A(I) THEN LET C=C+l 


[SALE TAK AY RESDENTE ON [| 
400 FOR J=1 TO N 
410 IF X=A(J) THEN LET R=R+l SEND CHECK OR MONEY ORDER TO: 


420 NEXT J 


430 LET B$=B$(2 TO) E 

440 NEXT I 

450 IF C=N THEN GOTO 600 d E 
500 


360 LET G=Gtl 
370 FOR I=l TO N 
380 LET X=CODE (B$)-28 





PRINT "NUMBERS RIGHT=";R 


AWÈ oi e j PO. Box 480, Murray Hill Station, New York, N.Y. 10156 


530 PRINT "ENTERA";N; "AFIGURE GUESS" (212) 685-2080 NAME 
540 GOTO 300 
600 PRINT "YOU DID IT IN a.";G; "GUESSES" 





Foreign orders must be paid by International 
Money Order or foreign draft in U.S. Dollars ADDRESS 


ee drawn on a New York bank 


Defective tapes will be replaced immediately 





CITY 





STATE/ZIP 


a ee 





